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a (Not all Top Guns fly on air) 
i?) 
The Patrol Hydrofoil Missilecraft. Warship of the jet age. So agile, enemy radar mistakes it for a low-flying helicopter. 
v So fast, the enemy has only minutes to react. So deadly, there is no second chance. 
Q for Speed.. 
Your search helicopter spots the Soviet-built Nanuchka 
missile corvette charging across the “Line of Death.” 
sd You're foilborne and closing in at 50 knots. Guns blazing, 
you lock on and launch a Harpoon guided missile. Through 
the water spouts of his near misses, you see him explode 
Q in flames. Another mission accomplished. 
9 a rit Pinte 
+ Authentic speed and handling characteristics of three 
ae E i different NATO ally hydrofoils: U.S., Italian and Israeli. 
9 SEE Daa a). | | - Advanced instrumentation and weapons systems 


HODE: AIHIRG “TIHE: 4 include: 76mm water cooled naval gun, Harpoon and 
Gabriel guided missiles, rapid blooming chaff and 
Sar radar indicator. 
PEM “8 real-life missions in today’s danger zones like the 
PEGASUS | Persian Gulf, the Eastern Mediterranean and the Gulf : 
of Sidra. ae) 
- Full control of search helicopters and convoy ships. 
« On-screen maps for operations planning and sup- 
port placement. 3 
« Time compression speeds action up to 128x normal. 
* Life-like 3-D solid-fill color graphics. ; 
Comprehensive operations manual includes mission fe) 
briefings and enemy vessel spotter cards. 
« Technical consultant: PHM Commander Vern Salisbury, 
Chief, Hydrofoil Test Groups, Boeing Marine systems. 
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About Our Company: We're an association of electronic artists 
who share a common goal. We want to fulfill the potential of personal . 
Computing. That's a tall order But with enough Imagination and 
enthusiasm we think (here's a good chance for our success. Our 
products, like this one, are evidence of our intent, It you'd Ike a prod 
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OVERVIEW 
PHM Pegasus Is a simulation requiring both 
achioving iis main objective In as short a ime as pos 


1 strategic and tactical ability. The object is to complete 
ible, See your Manual for 


each mission by 


a 






ails on the assignments. 


ana of keyboard and joystick. You can use elther to control the 
aiming and firing, and any auxiliary craft. Use the keyboard to 
sion, 1o switch between the Bridge 


Hydrofoll operation is by me! 
hydrololl's movement, weapons 
pause and resume play, to Increase or decrease time compres 


‘and the Operations Map, and to select weapons of auxiliary craft 





o — the Bridge and the Operations Map. The key 


are available at any tim 
ystroke under each of the two modes 


hows the effect of each ker 





Two main viewing "Mm 
table on the inside pages 5! 
GETTING STARTED 

Jdo up, and turn on the computer, Pegasus loads automatically. 


Insert the disk In the drive, label 8 
When the computer asks you to insart Side 2, flip the disk over and pross Return 


SPOTTER CARDS 
The Kdentification cards in the center pages of your Manual can help you spot and identify the 


veasola and aircraft that are active In each mission. Shooting rendly vessels can make you very 
unpopular with the Commodore, so It Is particularly important that you identify iho vessels in each 
mission. This way you wor't end up shooting {the convoy you are trying to rescue. To use the cards 
ily romove them from the manual by tearing the center perforation, and then tear out each 
re you start an assignment, read the mission description in the Manual and 
mission. Keep the cards handy as you proceed with your 
ing one of the vessols. 


careful 
card individually, Beto 
elect the card for each vessel in the 
hem when you need help identifyii 





assignment, and refer to tl 
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PHM Pegasus is a simulation 


each mission by achieving its 
details on the assignments. 


Hydrofoil operation is by 
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Two main viewing “modes” 
table on the inside pages § 
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Insert the disk in the dri 
When the computer a 
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unpopular with the Cc 
mission. This way 
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card individually. Se 
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LIMITED WARRANTY 
“warranty Period"), the 


th it are free 


Limited Warranty. Electronic Arts ("EA") provides to the original pur 
a period of ninety (90) days from the date of original purchase (the 

d the packaging provided wi 
rm substantially in conformance 
Please address 


EA warrants that, under normal use, the magnetic media an! 
11 us at (415) 


as originally purchased, will perfo 
manual. 
roduct, we are happ 
teo, California 94404. 
lease return the product 
#3 name and return address. To see 
ective packaging, postage ise , 
efect, your name and © 2 
jace the product, an 
STATES 


EGOING 
RESPECT TO THE 


warranties: 

Media: 

from defects in materials and workmanship. 
EA warrants that the software, 


Software: 

} with the specifications set forth in the packaging and in the user hel 
Warranty Information. If you are having any problems with the p’ ies ates 
all correspondence to Electronic Arts, 1820 Gateway Drive, San Ma 

the point of 


572-ARTS. 

Warranty Claims. To make a warranty claim under this limited warranty, 
defect, and you 

the product, in prot 


purchase, accompanied by proof of purchase, a statement of the 
defective media after expiration of the Warranty Period, send 
to Electronic Arts, at the above address, enclosing proof of purchase, a statement of the a 
address, and a check for $7.50. EA or its authorized dealer will, at its option, repair or rep 
return it to you, postage prepaid, or issue you with a credit equal to the purchase price. tHE 
THE PURCHASER'S SOLE AND EXCLUSIVE REMEDY FOR ANY BREACH OF WA 
SOFTWARE PRODUCT. 
Warranty Exclusions. BA EXPRESSLY DISCLAIMS ANY IMPLIED WARRANTIES WIT’ 
MEDIA AND THE SOFTWARE, INCLUDING WARRANTIES OF MERCHANTABILITY oO 
PARTICULAR PURPOSE. ANY WARRANTIES IMPLIED BY LAW ARE LIMITED IN DURATION TO T’ 
PERIOD. SOME STATES DO NOT ALLOW LIMITATIONS ON THE DURATION OF AN IMPLIED W. 
ABOVE LIMITATION MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
MAY ALSO HA VE OTHER RIGHTS WHICH VARY FROM STATE TO STATE. 

LIMITATIONS ON DAMAGES 

UENTIA 


EA SHALL NOT IN ANY CASE BE LIABLE FOR INCIDENTAL, CONSEQ 
ARISING FROM ANY CLAIM UNDER THIS AGREEMENT, EVEN IF EA O 
THE POSSIBLITY OF SUCH DAMAGES. SOME STATES DO NOT ALLOW T: 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MA 
YOU. 
APPLE COMPUTER, INC. MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, REGARDING THE ENCLOSED 
COMPUTER SOFTWARE PACKAGE, ITS MERCHANTIBILITY OR ITS FITNESS FOR ANY PARTICULAR PURPOSE. 
THE EXCLUSION OF IMPLIED WARRANTIES IS NOT PERMITTED BY SOME STATES. THE ABOVE EXCLUSION 
MAY NOT APPLY TO YOU. THIS WARRANTY PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS. THERE MAY BE 
OTHER RIGHTS THAT YOU MAY HAVE WHICH VARY FROM STATE TO STATE. 
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Pegasus 
8 a simula 
ti 
ion 50 0n requiring both strategic and tactical ability. The object is to complete 


®8Ch mi 
N miss} 
details Y achieving i ob) 
° AS 9 Its ive i 
n the ass; recy: Main objective in as short a time as possible. See your Manual tor 
Hydrofoj . 
oil 1 
hydrofoire poten Is b 
oil's move Y Means of keyboa j ij 
ment, w Ol Keyboard and joystick. You ca i 
Sapons aiming and firing, and any auxiliary oie Serta untae 
+ x eo 
ise time compression, to switch between the Bridge 


Pause ang 
and the oe Play, to increase or decrea: 
S Map, and to select Weapons or auxiliary craft. 
y time — the Bridge and the Operations Map. The key 


TWo main views 
A on th wing "modes" are available at an 
Pages shows the effect of each keystroke under each ol the two modes. 


athe STARTED 
disk in the drive, labe 
When the co five, label side up, and turn on th . 
mM . ‘J @ computer, Pegasus loads automall : 
Puler asks you to insert Side 2, flip the disk over and Seah Return. ragliee 


ef pages of your Manual can help you spot and identity the 


SPOTTER CARDS 
in each mission. Shooting friendly vessels can make you very 


ie identification cards in the cent 
one and aircraft that are active 
jar W 
sheng vn us Commodore, so it is particulary important that you identify the vessels in each 
pee Tr y you won't end up shooting the convoy you are trying to rescue. To use the cards, 
ly remove them from the manual by tearing the center perforation, and then tear out each 


Neen Before you start an assignment, read the mission description in the Manual and 
@ card for each vessel in the mission. Keep the cards handy as you proceed with your 


assignment, and refer to them when you need help identifying one of the vessels. 





KEYBOARD COMMAN 
ae : fl D SUMMARY 
( Some of the following commands are accessible through the joystick. Such 
. icn Commands are 


marked with an asterisk *. See Joystick Control section following.) 


EFFECT: 
Operations Map 


Same 


Bridge 


Pause/Resume play 
Quit 
Same 


Toggles view between 
Operations Map and Bridge 


Each press doubles time rate 
up to 128 x real time 
Each press halves time rate Same 
down to real time (1 x) 
Returns time rate to real time (1 x) Same 
Sets hydrofoil's maximum speed Sets maximum speed f 
; lor 
hydrofoil or auxiliary vessel 
Stops hydrofoil NA 
NA 


Bridge 


NA 


Selecis cannon 


Selects chaff rocket 


jes 


Selects miss! 
Exocet) 


(Harpoon or 
Selects Gabriel missiles™* 


n maneuver 


Toggles betwee 
modes 


and weapons aiming 


Fire currently selected 
t, right, down 


spacebar 
weapon 


Return* 
Aim weapon Up, lef 


1,J,K,M* 
Comma* Turn Hydrofoil left 
Period* Tum Hydrofoil right 
Toggles among weapon types 


Ww 


The Manual 


Operations Map 


between radar 


Toggles ; 
ssel icons 


circles and ve 
Selecis Hydrofoil 


Selecis Helicopter a his 


Selects Helicopter 2 


Selecis Convoy” 


NA 


NA 
Moves destination cursor 
NA 
NA 


NA 
**when available 


d fire your weapons. From the 


Each press doubles radar scan 
e hydrofoil or to aim an 


Ctrl-R 
from 2.5 miles to 40 


Each press halves radar scan to 2.5 miles NA 
Selects targets for view in binoculars NA 
Toggles sound on/off Same 


JOYSTICK CONTROL 
You can use the joysti 
Bridge, in Movement mode, y 
right, and its spee 
aiming cursor aroury 
button. You can tog 
the Operations Map, 
on your course. 


ck either to control th 


d by moving it forward of 


d the binocular view. 
ment and Weapons mod 


gle between Move 
to set your destination cursor, 


use your joystick 


ou can control the hydrofoil’ 
back. in We 


Fire your weapons i 


nt by moving the joystick left or 
use the joystick to move the 
r mode by pressing the fire 
he Spacebar. From 
ire button to set off 


's moveme 
apons mode, 
n eithe 
e by pressing t 
and the { 
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Used by’ : 
Length (loot) 
Tons Diep. (full load), 
Cruising speed (knots) 
Max spoad (knots) 
Guns. 
Anti-Ship Missiles: 
Other 





SOVIET CARGO SHIP 


Standard Soviet/Warsaw Pact 


Cargo Carrier 


USSA 
Many 

200 and up 
500 and up 
6 

18 
Unarmed 


Used to transport a variety of goods. 


Small Algol Variant 
Special Fast Cargo Container Ship 


USA 


Manutactured by: 
USA 


Used by 
Length (feet) 

Tons Disp, (tull load) 
Cruising spoed (knots) 
Max speed (knots) 


Guns: 
Anti-Ship Misailos: 
Other 


Notes: 
important cargo. 
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OSA V/OSAII* 


Class: 
Fast Attack Craft - Missile 


Type: 


Manufactured by: 
Used by: 


US.S.R. 

Algeria, Bulgaria, Cuba, Egypt, E. Germany, India, 
Libya, Syria, Iraq, Romania, Poland, U.S.S.R, 
Length (feet): 

Tons Disp. (full load). 

Cruising speed (knots): 

Max speed (knots). 


Guns. 
Anl-Ship Missilos: 4SS-N-2A Styx 
Other: 


Notes: The SS-N-2C version of the Styx missile is six feet 


than the SS-N-2A of OSA |, and has almost 
double the range. 


4 and © 1087 Lucasfilm Lid. 


Special ship designed for rapid movement of small, 


UNS 
os Ship Missiles: 
Other 


Class: 
Type: 


Manufactured by’ 
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PHM Pegasus™ 


OVERVIEW 


SUMMARY 


Apple Il Series 


PYRE Pegames 2 simmtation reputting beth 
2h teen ferme ard ttc atety Th 
Dy achieving ts main ctyective ie me short a tine ms tinct i to compat 

Poms. See your Mares! ter 


Getate On he aanignmeres 


Hrcrotod operation i by means of keyboard and joystick 


You can use ether to control the 


Py trates s mowemnent 
weapons aiming and ting. and any ausliary craft Use tue keyooerd 
S 


Peume and remurme play, to increase or decrease tim 


compression 
19 wich between Ihe Betdoe 


ard the Cperatons Map, and 1s select weapons of auxiliary raf 


re : 

esky seer mes Saeed 

oe ened eles 

Taide pages wove the eect of each Rayer tector aes a nears Mas. The hey 
aatoreeart 


GETTING STARTED 


rset the ck thw deve, abet 
tS side up, are turn on the computer: 
Wen the computer asks you to inert Sido 2 fp the ciak ever ared press emerge ay 


SPOTTER CARDS 
Kdentification cards in the center 
vessels and aircraft that are active in 
Urpoputar with the Commodore, 80 It 
mission. This 


NANUCHKA It 
Missile Corvette 


ussR 


‘Asgoria, India, Libya. U.S SR. 


missile launcher 


‘AUbyan shi of this class was sunk by US. 
warplanes in April, 1986. 


KOMAR 
Fast Attack Craft - Missile 


USSR. 
Cuba, Egypt, 
88 

65 

30 

40 

Twin 25mm 
2 SS-N-2A Slyx 


North Korea, Syria, Vietnam 


‘This oldor class of ship has less endurance and 
range than the OSA 


Manufactured by 

Used by 

Length (feet) 

Tons Disp. ((ull load) 

Cruising speed (knots) 

Max speed (knots) 

Guns 

Anti-Ship Missiles: 

Other: Guns: 
Other: 


Notes: 
Notes: 
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(PEGASUS) 


ZHUK 
Fast Attack Craft - Patrol 


Class: 
Type: 


Manufactured by: 
Used by: 


USSR. 


Length (feet); 

Tons Disp. (full load): 
Cruising speed (knots): 
Max speed (knots): 
Guns: 


‘An older patrol craft, used mostly in coastal wate 


™ and © 1987 Lucasfilm Lid, 





Anti-Sh! 


er-Th' 
oer Craft - Gun/Missile 


ornycroft "121 ft" 


Fast Attack 


ip Missiles: 
This is 


Otomat 
antiaircraft. 
Melara. 
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[PEGASUS] 


Class: 
Type: 
Manufactured by: 
bess ni ) 
Length (feet): 
raieat weight (Ibs). 


Cruising speed (Knots) 
Max speed (knots) 


Guns: 
‘Anti-Ship Missiles: 
Other: 


Notes: 
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a variably armed ship. Some have the 
‘missile and a 40mm gun, used mostly for 
‘Others have only the 76mm Oto 


™ and © 1987 Locanfiom Li. 


PEGASUS 


Sikorsky Seahawk 
LAMPS Ill helicopter 


LARGE PATROL CRA 
‘Standard Patrol Vessel me 


‘Tria is a generic dass representing 
Nightly armed patro| vensais ae ee 


Kaman Seasprite 
LAMPS | helicopter 


USA. 


USA. 
U.S.A, Japan 
40 


20,000 
145 
160 
None 


None 
2 Mk 46 torpedos 


This later model variant of the Army's Blackhawk Notes: 
helicopter ts much improved over the LAMPS | 
helicopter 


Take-off weight (Ibs): 
Cruising speed (knots): 
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USA 
Bw 
12800 
130 
143 


‘Mull Purpose: 
System, and is a US, Nawy designation tor 
ship-based helicopters = 





each minnion Sy achieving Rs mai ctjective in as shot a toe as poesitte Gee your Marsal tor 
Cotas on Te eames 


Teo main viewing “inodes" are evatabte at amy Gene — the Bridge ard the Cpernticns Map. The key 
tate on the rakte pages shows the efecdt of each heystrche urder each of the hwo modes 
GETTING STARTED 


Insert the disk in the drive, late! side up. and turn on the computer, Pegasum isads eutcmatically 
When the computer mah you to inert Gide 2. Mp the dink over and press Feturn 


SPOTTER CARDS 


The identification cards in the certer pages of your Marua! can help you spot and identity the 
vessels and aircrat that are active in each minsion. Shooting Iierxiy veasels can make you very 


Uurpoptar e&h he Commodore. 80 & s partcutadty eportart that you iseru#y the veasels in each 
mination. This wey you wort end up shoxting the corwoy you are trying to rescue. To use the cards, 
Carehuily remave (rem trom the maruel by tearing the center pertoration, and then tear cul each 
Card individualy. Belore you start an assignment, read the mission description in the Manual and 
Sefect the card tor each vessel in the mission Keep the cards handy as you proceed with your 
assignment. and reterto them when you need help kienttying one cf the vessels 


nd Firing Weapons: You can also use the joystick to aim and fire 
ar toggles the joystick between maneuvering the hydrofoil and aiming 
u first need to select it from among the enemy craft within your radar range by pressing T several 
ators bracketed on your radar screen. At that Point the targeted vessel appears in the 
ew at the top of the screen. To aim your gun, move the aiming cursor (see Figure 1) so that itis 
target in the binocular view. Move the Joystick forward to move the cursor up, and move it back to 
over the ae or down. Moving the joystick left or right moves the cursor left or Tight. To fire a weapon, 
move the ¢| stick fire button or Return on the keyboard. You can correct your aim by using the “aim 
press ee Figure 1, above): move the aiming cursor toward the aim corrector and fire again, Note that 
corrector’ oe to aim your gun. Missiles automatically go toward the ship in the binocular view at the time 
you only ni hile chaff affects all incoming missiles depending on their distance from the hydrofoil. You can 
eee the available weapons from the keyboard. See your Command Summary Card for details, 
select 


your weapons. Pressing 


eee a 
Aiming your weapons. To aim at 


the Spaceb: 
atargel yo! 
times until 
pinocular vi 


Operations ee To set a course for your hydrofoil, first make sure that the hydrofoil is selected (by 
Antone appropriate key, see your Command Summary Card). Move the crosshair to your destination 
presen See key 1 through 5. Pressing 5 moves the hydrofoil to its destination at full speed, while 1 
int an drofoil at its slowest speed. If you already have a speed selected, you can press the joystick 
moves the st the hydrofoil to the new destination at the currently selected speed. Pressing 0 stops the 
button to care you return to the Bridge, changing direction (with keyboard or joystick) disengages the 
hydrofoil pilot and returns you to manual control. You can, however, change the hydrofoil's speed from the 


automatic pressing keys 1 through 5) without disengaging the automatic pilot. 


Bridge (by 


an . é ee 

tomatic pilot, return to the Operations Map, select the hydrofoil, then press the joystic 
To apart oie 1 before. Your hydrofoil will then move toward the previously selected destination. 
Neen on the Bridge and Operations Map indicate current status of the automatic pilot. 
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GETTING STARTED 
Insert the disk in the drive, label side up, and turn on the 
When the come 


computer; Pegas 
pul you to insert Side 2. flip 


> Ihe disk over and pross Re 
SPOTTER CARDS 


The identification cards in the center pages of your Ma 


all that are active in ¢ a) Misalo 
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80 It |s particularly impos 
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Damage ; ; 
Bee 4 ed into six watertight compartments. Light damage (shown in yellow 
On the 


“] ofoil's hull is separat n 
Se cin, see Figure 3, above) to any or all of the six compartments does not affect the ii 
serves as a warning that continued hits will cause heavy damage. Heavy damage (shown in red o¢ hip, fi 
indicator) to a critical number of compartments can sink your hydrofoil. This critical number Varies ange 
the different hydrofoils, as follows: the PHM can sustain heavy damage to four compartments before sinking 
the Israeli Flagstaff // will sink after heavy damage to three compartments, while the Italian Sparta ne, 
smallest of the three, will sink after heavy damage to two compartments, Note, however, that even Hine 
critical number of compartments heavily damaged, a hydrofoil can still remain afloat while foilbome iat ‘i 
sink only when hullborme. Note also that when foilborne, more of your hull is exposed, increasing tha 


probability that enemy hits will damage it. 
System Damage 
76 mm Cannon: Light damage may cause your gun to misfire; heavy damage will disable it 


completely. : 
Radar: Light damage restricts your radar range to 20 miles; heavy damage restricts the range to 10 
miles, Even though your radar may be heavily damaged, you still have a limited longer Tange view on your 
Operations Map, which simulates spotting by binoculars to compensate for the damaged radar, 
Chaff: With light damage, the chaff rockets may misfire, expending a round in vain. With heavy 


damage, they will not work at all. : 
Missiles: With light damage, missiles may misfire; with heavy damage, they will not work at all. 


The same applies to the Gabriel missiles on the Flagstaff hydrofoils. 
Fuel Tanks: Light damage increases fuel drain; heavy damage increases it even more. If you run out 


of fuel, your mission will end in failure. Keep to low speeds if you are running out of fuel. 
Engines: Light damage decreases your maximum speed. Heavy damage decreases your maximum speed 


even more, sometimes to the point of rendering you completely immobile. Note that with light damage you 
may still have enough power to remain foilborne, but if you come down off your foils you may not have 
enough power to get back up. This could result in difficult tactical decisions in circumstances where you need 


to choose between staying foilborne and maintaining a higher speed, and coming down off the foils to slow 

down and conserve fuel. 

OPERATING INSTRUCTIONS 

You can operate your hydrofoil either from the Bridge or from the Operations Map. To switch from one to 
the other, press V on the keyboard. From the Bridge you can maneuver the hydrofoil, or select, aim and fire 
your weapons. You can also adjust your radar scanning range from 2.5 miles to 40 miles. From the 
Operations Map you can control your auxiliary vessels (helicopters or a convoy of ships, where applicable), 
or you can set your hydrofoil on a course using automatic pilot. Some operations are available in either 


mode, Thus, from either the Bridge or the Operations Map you can pause and restart proceedings, you can 
quit and select a new mission, and you can speed up or slow down the passage of time. (You can speed time 


up to 128 times; when you do so, every element is affected equally). 
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Notes. Used lo transport a variety of goods. 
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(Pra 


PEGASUS. 





Class: 
Type: 


Manufactured by: 
Used by: 


Length (feet): 

Tons Disp. (full load): 
Cruising speed (knots); 
Max speed (knots): 


Guns: 
Anti-Ship Missiles: 
Other: 
Notes: 
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5 ‘ARGO SHIP Class: Small Algol Variant 
ed fecddrad Ca atweresw Pact Type: Special Fast Cargo Container Ship 
Cargo Carrier Manufactured by usa 
Manufactured by’ USSR re vires “ Bai 
Usod by: Many Tons Disp. (full load): 2000 
Length (leo!) 200 and up Cruls Ay knots); 20 
Tong Disp. (ful load); 500.and up aig speed (cr Bs 
Cruising speed (knots) - aus al Unarmed 
Max spaed (knots) 15 Anti-Ship Missiles: 
Guns: Unarmed Other: 
Anti-Ship Missiles: 
Oher: Noles ‘Special ship designed for rapid movement of small, 


important cargo. 





OSA I/OSAII* 
Fast Attack Craft - Missile 


2 twin 30mm 
4 SS-N-2A Styx 


The SS-N-2C version of the Styx missile Is six feet 
longer than the SS-N-2A of OSA |, and has almost 
double the range. 


NANUCHKA II 
Missile Corvette 





Class: 
Type: 


Manufactured by: 
hg 

Length (feet): 

Tons Disp. (full load): 
Cruising speed (knots): 
Max speed (knots): 
Guns: 
Anti-Ship Missiles; 
Other: 


Notes: 


‘= and © 1987 Lucasfilm Lid, 


KOMAR 
Fast Attack Craft - Missile 


USSR. 

Cuba, Egypt, North Korea, Syria, Vietnam 
88 

85 

wv 

40 

Twin 25mm. 

2SS-N-2A Styx 


This older class of ship has less endurance and 
range than the OSA 














COMMAND 


PHM Pegasus™ 


OVERVIEW 


PHM Pegasus ia a simuintion requiring both 
maraiegic anc 
‘each mission by achieving tts main objective ii an ehon 
details on the assignments. 


Hydrotell operation \s by moans of keyboard an 

na 
hydrotoif's movement, weapons aiming snd flrs, sa 
pause and resume play, to Increase of decrease time 
and (he Operations Map, and \o select weapons of mus 


Two main viewing “modes” are available ai ary Gre — 
Jable on the inside pagos shows the etlect of each ku 


GETTING STARTED 
Inert the disk in the deve, label 


SPOTTER CARDS 
The identification cards in the 





Class: ASSAD ie Vosper-Thornycroft "121 ft" Class: LARGE PATROL CRAFT 
Type: Missile Corvette | ats B Fast Attack Craft - Gun/Missile Type: Standard Patrol Vessel 
Manufactured by: ttaly K. Manutactured by Many nin 
Used By here Manufactured bY en Used by: Many ste 
Length (feet): 202 hse oat? 421 Length (leet): 125 wi 
Tons Disp. (full load): 670 Length (! Fey 170 Tons Disp. (full load): Pn) 
Cruising speed (knots): 14 Tons Disp. (! cme: 18 Cruising speed (knots): 15 
Max speed (knots): 32 Cruising speed a a Max speed (knots): a 
Guns: 76mm, twin 35mm Max speed (Kno 7emm or 4omm, Guns: Varies - twin 30mm or 40mm typical 
Anti-Ship Missiles: 2, 4, or 6 Otomat Cec nlp Mieot May have 2 Otorat Antl-Ship Missiles None 
Other: 6 Torpedo tubes, can lay mines pee HP, Other. 

powerful variably armed ship. Some have the ( 
besa A powerkl erste post oceania ote Tiss missle and a 40mm gun, used mosty for Notes: Tris ia a generic cass representing many sinilar 

Po ree hae cntkaireraft. Others have only the 76mm Oto ght armed patrol vessels 


Melara. 
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2 eS ES 


Class: ZHUK Class: Sikorsky Seahawk Class: 
Type: Fast Attack Craft - Patrol Type: LAMPS lil helicopter Type: 
Manufactured by: USSR. Manufactured by: USA. Manufactured by: 
Used by: Algeria, Angola, Bulgaria, Cuba, Ethiopia, Iraq, Used by: U.S.A., Japan Used by: 
Mozambique, Nicaragua, Syria, U.S.S.R., Yemen Length (feet): 40 th (oat): 4 
Length (feet): 75 Take-off weight (Ibs): 20,000 ‘ake-off weight (Ibs): 
Tons Disp. (full load): 50 Cruising speed (knots): 145 Cruising speed 
Cruising speed (knots): 16 Max speed (knots): 4160 Max Speed (knots): 
Max speed (kno!s): 30 Guns: None Guns: 
Guns: 2 twin 14.5mm Anti-Ship Missiles: None Anti-Ship Missiles: 
Anti-Ship Missiles: None Other: 2Mk 46 torpedos: Other: 
ae Notes: This later model variant of the Army's Blackhawk Notes: 
Notes: ‘An older patrol craft, used mostly in coastal waters helicopter is much improved over the LAMPS | 
helicopter 
'™ and © 1987 Lucasfilm Las. 
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Kaman Seasprite 
LAMPS | halicopter 


USA 
US.A 
3 
12,800 
130 
143 
None 


None 
Can carry torpedos or depth charges, 


LAMPS stands for Light Alrbome Mull Purpose 
‘System, and 's a U.S. Navy designation fer ere 
ship-based helicopters 


wide up, and turn: 


When the computer aka you to insert Side 2, flip U 


canter pages of 


@ alrcrof thet are active in each mini 
with the Commodore, so lt la pacticuls 
Nie way you wor’ end up shooting the 
Imove them trom the manual by lea 
Juaily, Belore you start an assignm 
yard tor each veasel in the mission 
|, and rater to them when you need | 





